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Abstract 
Across this work we expose an innovation in educational experiences consisting of the implementation of the art of memory as a 
technique of metacognitive organization of knowledge within a Virtual Learning Environment. We describe a series of 
educational activities designed following the classical rules of mnemonic art, elaborated with Mind-mapping software and 
implemented using a Moodle platform. All especially adapted for senior high school students studying Philosophy. 
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1. Introduction 
 
The ongoing development of information and communication technologies raises numerous challenges to 
humanities (Sánchez-Mesa Martínez, 2010) and their pedagogy, among which, in our view, include those related to 
the saturation of information, the indiscriminate use of the image, and the acceleration of the time experience.  
The use of information that comes from the Internet demands a highly complex task of selection and organization 
from students, in order to orient themselves on the net and build their own knowledge. However, the Internet is 
characterized by an information saturation that, whilst appearing to have full access to information, actually 
privatizes it, in the sense that proper access and comprehension is made difficult due to the lack of search criteria on 
the part of students and proper training in its use.  
On the other hand, the image industry and virtual culture have altered both the nature and the function of images, 
originating new modalities for the perception, assimilation and communication of knowledge. Thus a visual culture 
emerges that is characterized by the tendency to transform everything into an image (Mierzoeff, 1999, 21). In this 
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situation, the mass media generates hyper realities that can not be integrated by the students as meaningful concepts, 
as the images’ objective is not to educate how to form desire in a consistent way but to diversify desire, even by 
creating contradictory desires. External hyper realities that end by totally replacing the possible contemplative 
image.  
Finally, the speed of which information is transmitted, because it is not balanced out with techniques for the 
humanistic comprehension and ordering of the content, reduce the intentional time to the point that it becomes an 
instantaneous presentation of the external events, thus eliminating the reflection space that is necessary to elaborate 
the meaning (Koselleck, 1979). As a consequence, reality becomes timeless, delocalized and dematerialized. 
It is indispensable to provide students with a technique that allows them to organize knowledge in a reticular, 
multidisciplinary and comparative way that integrates the image in a way that is humanistically enriching. A 
technique that enables them not only to give meaning to their life experiences in physical and virtual environments, 
but to also articulate an expression of their own that is framed within a consistent image of the world.  
In our view, the art of memory, the rhetoric operation focused on the design of the contemplative image, is 
susceptible to being implemented in strategies of metacognitive organization in a Virtual Learning Environment.  
The work that follows is structured into three parts. The first, where the classical rules of the art of memory for 
the humanistic design of the loci and the image are briefly exposed. The second part, where we describe a series of 
educational activities designed with the loci-image mnemonic technique, elaborated with the Mind-mapping 
software and implemented in a course designed on a Moodle platform (Cole, 2008). All this is adapted for senior 
high school students studying Philosophy. Finally, we evaluate the virtues of this didactic methodology analyzing 
the reflections of students through their portfolio.  
With this proposal we resume the reflection of the technique taking a similar line to Ortega y Gasset (2014), as 
well as the neo-humanistic ideal of Dewey's pragmatism (1966), with an “aesthetic of the media” approach to the 
educational issue, through which we intend to answer not only the question of what to do with technology, but also 
the question of how we are as technological beings (Molinuevo, 2004). 
 
2. The art of memory  
 
It could be said that a postromantic image of memory currently prevails, the result of two fundamental reductions 
being made on the classic concept (Ricoeur, 2000). The first of them, derived from the tradition of transcendental 
idealism, is based on the statement that memory is an individual experience, which is a fallacy in itself, because 
every reflection about oneself implies a reflection on their situation in the world and on the people they have 
relationship with. And the second is a consequence of the extrapolation of the concept of computational memory 
specific to the positivist paradigm, which likens the art of memory to non-reflective memory techniques, rote 
learning or abilities like speed reading.  
However, on the classical rhetoric paradigm, framed within the historical conception of the Magistra vitae, 
memory is considered to be the faculty of intentional time, and as a consequence, as the art of the technique of 
reflective thought, corresponding selection and significant order of the knowledge, with the main objective of 
facilitating its recall in future situations and of guiding the creation of practical solutions to problems of the action.  
Although classic tradition recognizes the poet Simonides of Ceos as the inventor of the art of memory, the oldest 
known text where the technical rules are clearly exposed is the anonymous manual Ad Herennium (Cicero, 1981), 
whose fortuitous attribution to Cicero has ensured their transmission up to now. In this manual the art of memory is 
defined as the technique that is used for the artificial development of the natural memory, based in three subgroups 
of rules: selection criteria and design of the mnemonic loci, guidelines for the creation of the memory image of the 
element that we wish to remember, and the parameters of the location of said image. 
Under the assumption that images, as sensible elements, require a time-space location, it is postulated that an 
architectonical order preserves those of the images located within it. It is normatively established that the memory 
exercise must start with the personal construction of the mnemonic building, as one already complete would lack 
effectiveness for not being significantly interwoven into the disciple's imagination. This implies that the teacher 
doesn't transmit the mnemo-technic system objectively, but only facilitates the guidelines to configure both loci and 
images, and encourages the student to reflectively construct their own internal space.  
224   Esther Zarzo /  Procedia - Social and Behavioral Sciences  178 ( 2015 )  222 – 226 
The student must construct a unique building that he/she will reuse deleting and relocating images. For its 
construction they can find inspiration from a real or imaginary place, but they shall always distribute interior loci, 
moderate in size and lighting, of diverse shapes, and marked with a distinctive sign every five rooms to indicate 
their order. It is also advised that in the cases where a real place is chosen as the model, it must be an unfrequented 
one, as the unnecessary flow of images weakens the mnemonic impact. 
On the other hand, in order to design images for the subjects, after disregarding all accidental content, they must 
meet the condition of being visual images representing what is essential. They must be active and striking enough 
images to potentiate the impact of the “before” and “after” and thus unfold internal time spacing. The rules advise 
symbolizing the essential content with a human figure that is both active and dramatic, and the secondary content 
with overlapped objects. Once the places are inhabited, the student must travel through them in his/her imagination 
often, with the objective of animating them: a mental walk through in which discursive reasoning is exercised. Thus, 
the student will be able to remember the complete path starting from any one of their distinctive points.  
 
3. Implementation of the art of memory in a Virtual Learning Environment 
 
The first memory exercise consists of designing a building. To do so, we resort to the iMindmap software 
(Buzan, 2006).  
IMindmap is an application that allows the elaboration of mind maps in a very intuitive manner. Building on a 
central image, a series of branches unfold that graphically reveal the relationships among the most fundamental 
concepts. On these branches it is possible to add images, links to video clips, even audio clips of the teacher guiding 
students through how to read the map. The latest version of iMindmap allows a bi-dimensional and three-
dimensional reading of the map. On the latest version the branches become paths, so the student really travels 
though a space where classically styled loci and images unfold. Finally, the reading of the map can be scheduled, 
which lets us plan the time the student must spend in each room, this way guiding the time of the journey of the 
imaginary space.   
The next exercise consists of designing the image representing the content that we want to remember and which 
we want to allocate within the previously designed space. 
The fact that students can design the image of a concept already implies a fundamental leap forward, as one of 
the problems that students of Philosophy have when it comes to understanding philosophical concepts lies in the 
great distance between the imaginary they have studied and their own. To bridge this gap, we resort to the activity of 
the “collaborative glossary” of Moodle. With this glossary students can elaborate the fundamental definitions of the 
subject and support them with images, either still or mobile, which makes it possible to represent concepts that 
change over time. The operability of this glossary can be extended out to the whole platform, so that if the student 
reads a text, wherever the concept appears, this becomes an active link to the glossary, allowing the student to 
quickly recall the definition and the image and go back to reading the text with the necessary imaginary to 
understand it.   
In order for this activity to be effective, the teacher must guide the imagination of the students during the 
explanation, helping them to select the essential information, compare concepts and update past experiences that let 
them model a metaphorical image of the idea being studied. Subsequently, and throughout the entire unit, the 
student can draw or look for isomorphic images for the studied concept, and store them with the corresponding 
definition in the collaborative glossary. The students can contrast different metaphors of the same concept and adopt 
the metaphor that they consider the most adequate. It is, in other words, about giving the student back the necessary 
reflective space so that their own ideas and metaphors are put in a productive manner, until reconstructing the 
imaginary of the philosophical tendency studied, or rather, until performing a symbolic translation of the concept. 
 With this technological version of the art of memory we can design numerous activities. We present three 
activities that can be transferred to any subject.  
A very pronounced problem that students have is that they don't properly orientate their online searches. Working 
in a Moodle environment or performing guided exercises like scheduled Webquest, helps to alleviate this 
disorientation, cultivating the habit of appropriate navigation; due to the previous integration of the adequate search 
pages, such as specialized dictionaries and encyclopedias, even personalized search engines generated with i-
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Google, which resend the student to those sites that have been previously filtered by us, and as a result the students 
begin to recognize which pages are academically accurate.   
But when students navigate the net on their own, they have great difficulty choosing links that are most relevant 
to their objective; it becomes a great challenge, and very often they get lost because of the impossibility of 
recovering visited links. To solve this issue we have implemented Mindmeister application. With Mindmeister 
students can elaborate a map with the corresponding links visited during their journey on the net. This activity sets 
out rules for the navigation of the student, establishing moments of metacognitive reflection, organization and 
projection of the next search. This way, after their research online, the student has a navigation map that can be 
enlarged and modified over subsequent searches. Thanks to this tool we are able to propose search activities and 
request navigation maps from students to check that they have indeed performed a criterial and effective search.  
Another type of activity focused on the intentional journey through a space is the Lesson module specific to the 
Moodle platform. It is an activity that offers diverse itineraries in function of the responses of the student. We can 
design it so that all itineraries conclude with the same or different objectives.  
The first case allows us to design an activity that is adapted to different capacities. The student is presented with a 
question and two options to answer it. If they respond incorrectly then the activity leads them to a questionnaire that 
will reinforce the necessary content to enable them to provide the correct answer. After passing this test, the student 
is taken back to the initial question so they can continue with the itinerary towards the final objective. 
 As an example of the second case, an activity assuming the form of an ethical dilemma can be designed, and we 
present the student with an aporia from which diverse courses of action unfold, depending on their answers. In this 
case we ask the student to decide in accordance with their own principles, which invites them to reflect on the 
importance of their decision; but we can also request for them to respond in accordance with the studied author's 
principles, which also exercises changes of perspective, evaluative comparison and dialectic reasoning. 
The last activity we suggest consists of the construction of a mind map of the student’s own identity as part of the 
learning portfolio. 
We propose a mixed portfolio, a section presented in electronic format and another in hard copy, because in our 
case, the final objective is for our students to be able, in their majority, to elaborate a philosophical written essay for 
a university access test, so we try to reproduce the exact conditions in which this test takes place.  
For the creation of the electronic portfolio we facilitate the student with a global mind map, in which the contents 
of the course will be stored, that shows the relationships between the philosophical tendencies we are going to study. 
In each loci the student organizes the didactic units. Each unit is headed by the teacher evaluation rubrics as a prior 
organizer of the work. Next, the student orders the development activities, such as the glossaries, the mind maps, the 
navigation maps, etc. 
On paper, the student must gather together every one of the written tasks, differentiating those works that show 
evidence of learning from those that don't. It is not then about forcing an artificial progress line, but about noticing 
the ups and downs inherent to a complex process such as is learning, taking into consideration the educational 
dimension of errors.  
Again, in an electronic format, after each unit the student undertakes a reflective task with regards to the 
difficulties encountered, the usefulness of the implemented study techniques, the possibility of transferring these 
techniques to other subjects, detection of specific needs, possible solutions, etc. This way, students incorporate their 
past experience with an action project, which is the reflective discourse specific to the art of memory.  
In this metacognitive context we integrate a section where students can perform a mind map of their own identity. 
In this map, the student develops an image of himself/herself, not like an autonomous subject as outlined by the 
Enlightenment legacy, but as a relational identity in which childhood, interests, abilities, leisure, work, etc. are 
reflected. The characteristically hermeneutical identity that integrates the other as part of oneself. With this activity, 
the student recovers the space to reflect on his/her inner self, a space dangerously reduced by social networks that 
favor the reduction of hermeneutical identity to the digital identify. Because the net, more than just another 
communication media, is the space our students inhabit, the polis that we all inhabit. It is on the net that the question 
about the praxis is formulated today. Our task consists of responding to it in an authentic way in favor of a 
humanistic future.  
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4. Conclusion 
The ongoing evaluation of the work of the students made evident that this use of figurative memory favorably 
contributes not only to the development of the analytical and synthetic abilities, but also to a significant 
improvement of the critical capacity towards a mediated reality. Students recorded an effective resistance to the 
replacement of their rhetorically elaborated own image by a mere external media simulation. As well, and thanks 
especially to the activity of the mind map of their own identity, students showed evident signs of a reflective and 
informed reassessment of their own desires and own action plans. Finally, the joint elaboration of glossaries and 
mind maps reinforce the ability to work collaboratively, contributing to the awareness of a sense of individual 
responsibility in the teaching/learning process. 
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